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1. Something has happened!


In the city of Beerfaust, there is no event more celebrated than the annual Thumb Wrestling Tournament.  Citizens from throughout the city and beyond gather to witness the greatest thumb wrestlers in the world compete for the coveted Thumb Wrestlers Cup, also known as, The Thimble.  The city has been in a constant state of celebration for days as the tournament nears its final day and the championship match is held.  At the center of this celebration is the beloved Jackalope Mascot, who has earned the loved of his people by entertaining them between matches for as long as anyone can remember.  Nobody truly knows who the Jackalope is, it is a secret passed down from Jackalope to Jackalope.
The favored contestant, Sid Thickbrush, was unexpectedly defeated in the final match when he inexplicably lost his focus and was swiftly pinned by his opponent.  This unexpected turn of events caused a great uproar in the crowd, leading to a night of drinking and debauchery to be remembered for the ages.  The following morning, chaos erupted as the beloved Jackalope was nowhere to be found.

2. There are survivors!

Dim- He is a “dim wit.” Nobody knows his true name, not even Dim. He is Nacho’s sidekick and best friend. Together Dim’s less than average intelligence combined with his enthusiasm for horned rabbits create a truly memorable performance for everyone in the Jackalope’s presence. He plays the loveable idiot buddy to the main character. He greets Nacho right as he exits the barn to inform the player of the previous nights exploits; in the way that only Dim could possibly provide.
Sid Thickbrush – He is the primary antagonist of the story. Sid is an incredibly jealous man who is overprotective of his wife Beatrice.  Sid has been the reigning champion of the Thumb wrestling Tournament for the past 3 years.  He saw his wife Beatrice laughing at the antics of the Jackalope during his preparations for the championship.  The sight of her laughter angered him to the point of losing the tournament.  After this, he swore to get revenge on Nacho for causing him to lose the tournament and wooing the favor his dear wife Beatrice. Sid is the second person to greet Nacho. He is dismissive and condemns Nacho for his behavior last night. He also states he wishes to find the perpetrator of the crimes against the Jackalope.
Beatrice Thickbrush – She is the wife of Sid Thickbrush. Beatrice is rather content with her husband Sid. She enjoys standing next to the spot light. There is nothing really amazing about Beatrice other then the fact she’s married to Sid. She’s amused by Nacho but isn’t currently, attracted to him. She is the third person to greet the player. She just laughs at all the amusement that happens last night and laments over Sid’s loss of the title. She is curious what distracted him at the title bout.
3.  Who is the player?  How does the player enter the scene?

Nacho – The main character. He has been employed as the beloved town mascot for the past 5 years. He loves his job and does it well wooing the hearts of young maidens and the minds of wise men. The town of Beerfaust needed his services for the annual Thumb Wrestling tournament. It is the biggest event of the year and raucous hardly describes the scene. After a few drinks too many a worn down drunk Jackalope stumbles to rest in the local stable. He wakes up soaking in his juices, and surrounded by bottles, and two antlers.
4. The story isn't only told by witnesses!  What can the player SEE?

The player wakes up surrounded by empty bottles in a barn with horses. Clearly not the location he had hoped to wake up in. He is lying under the rear of a horse drenched in sweat amongst other things. The character arises disoriented and disheveled still reeling from the effects of the partying last night. The antlers of the Jackalope are lying next to him indicating he had contact with the Jackalope at some point during the night. As the character exit the barns he becomes aware of the fact that the town is in a total state of shock. People are running around the streets trying to find their beloved Jackalope after he disappeared last night. The player is able to see the remnants of the outrageous Thumb Wrestling tournament. The decorations and tournament are still set up, and the ground is worn from thousands of feet.

Planning Phase
1. Draw it!  Draw maps of your area.  
Draw your area twice:  

a)
First draw a top down map that shows what will be in the initial player area.  Interior or Exterior?  What shape will this area be? (Indicate terrain features like rivers and hills (if exterior), indicate room size, shape, stairs, etc. (if interior)).  Where are NPC encounters going to take place and who are those NPCs?  Indicate if NPCs are human/monster/friendly/enemy/merchant/etc. Where are buildings (if outside), furniture (if inside), and other items (weapons, potions, books, etc.)?  Clearly indicate the player start.  

Note, is your level going to be designed so the player can wander freely/aimlessly?  Or are you going to design the level so the player hits certain plot points before moving through?  If your player will follow a path, try to indicate this on your map, and show the items that are going to restrict the player’s movement through the level.


b)
Next draw a perspective view map, from the perspective of the player.  Do this in 3rd person perspective, so you see the player’s avatar in the scene.  You won’t be able to draw everything, so show what the player sees when she first enters the area.

2. Communicate! 

From your list of entities, first choose the _least complex_ one. Script a short conversation between that NPC and the player. For your least complex NPC, this may even be a “barkstring” (a short statement ‘barked out’ by the NPC that the player cannot even respond to).  As you are developing the dialogue, note things that you may need to change in the scene, but do not change them yet! You number 1 priority is to finish the conversation!

Keep in mind that 90% of all communication is non-verbal. Is the entity scared? Are they sweating? Are they looking all around? Are they focused exclusively on the player? Are they focused on something or someone else entirely? Can the player sense what the entity is focused on, or is it a mystery?
(You will be repeating this step to create a conversation between the player and each of the characters.)
3.  Where/When? Where in your level will this conversation take place?  Does anything have to happen before this conversation occurs?

4. Updates & Revisions

Revisit your written concept paragraphs. Did you change your characters? Did you change the scene? Update anything that you have changed.         

Revisit your environment, incorporating any changes you have made to the story. Is there more information you can convey via observation of the environment? For example, you may create an event that draws attention to a rock when the player comes near it. Perhaps it has a clue buried under it, or written on it?

5. Repeat steps 2 - 4 with each of your remaining entities. Work with the least complex first! The skills you develop creating the "easy" entities will help you when you get to the complex decision trees you will inevitably need for the "difficult" entities.
Creation Phase
Now we will start using the level editor!

1. Set the scene. Create a small area that visually tells the story. The player should be able to come to some sort of conclusion about what happened without speaking to anyone. Don't spend too much time on the details, start with the broad strokes.  Make sure to add the player start.


Test your area and make sure you can walk around in it.

2. From your list of entities, place the one you decided was the _least complex_ in the scene. Add the conversation with the player.   Test the conversation.  Did the NPC attack you unexpectedly?  If so, make sure you have correctly set its faction.

3. Revisit your written concept paragraphs. Did you change your characters? Did you change the scene? Update anything that you have changed so that your documentation is up to date.         

4. Revisit your environment, incorporating any changes you have made to the story. Is there more information you can convey via observation of the environment? For example, you may create an event that draws attention to a rock when the player comes near it. Perhaps it has a clue buried under it, or written on it?

5. Repeat steps 2 - 4 with each of your remaining entities. Work with the least complex first! The skills you develop creating the "easy" entities will help you when you get to the complex decision trees you will inevitably need for the "difficult" entities.
